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SPEEDBALL™ II 

LOAOmC 

Sbb tha guide suppliad with your machine tor details o! 
loaaing instrupSUOfiS, 

GETTING STAFTTED 

1 PLAYER GAME 

Takes you lo ftie SELECT match scrsw- 

2 PLAYER GAME 

Tai<BS yaa SIraight into 6 game t)etwe&fi IWO teaflis of &3ual 

abilities, either as a sob maich, or tine best of inree, of The 
best of five- Plug joypad 1 (Blye taamj inio Port 1 ; plug 
lo^psd 2 (R8<i taam) intH port 2. Tfia learns change ends at 
half Gme. 

DEMO QAIUE 

If you da n't make any selections, the game enters demo 
ntDds ai/tatnatlcaJly ajter a short isme, Ptsss the Red button 
to exit demo. 

SELECT MATCH 
KNOCKOUT 

This lakjgs you inIo a match against Bib computei, via fJw 
gym. tt ^u wajit to miss training, just press the ESC key on 
ftiB g^m scrsen to go to the game. In a knockout game you 
face a series of eirer-fougher teams and continue playing until 
you lose. 
Ydu tanrtol bad or save a k^nookoul Qatne, 

LEAGUE 

Id tjoth League and Cup you control Bnjtal Ddtjjie in Division 
2. Eacft season lasts for 1 4 weeks: ri you fiflisll in first place 
you are promoted: (( ^ou finish second you efttei a playoff 
against the team second from tjottom in the first dwision; 10 
points are awafded to* a win and 6 points for a draw, plus 1 
(or every 10 you score: points diiterencs is significgnt if you 
tie on points with anonver team. 

CUP 

This is a knockout toumameni wtiieh oansists ef i founds. In 
each round you play one match oi^er Z legs. H you draw you 
play a decider. One ptayer only. 

PRACTICE 

This IS like an Instant game, except that there's ne opposition: 
ft's juE! you, the bail, and as much time as you need io 
perfect those trick shots and passes. 



Cup and LvaguB Sub Menu 



New Qarrie 
Team Game 



Load Game 



Starts a new game 

A new game where you play as thg team 

manager and the compuier controls the 

team on the pilch. 

This allows lie player to input Sie Pass 

Code that he would tiave received at Wie 

tlm9 he was promoted to division 1. 



MANAGEMENT 
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1 . PSayef artiibute 
par!el 

2. Keyboard 

3. The squad 



The manage merit side ol SpeedbaJI™ ? allows you to 
strengthen your squad of i J {nine (earn members and tiirea 
siibs) by buying and seKirsg piayers and improi/Jng tfieir 
attributes. At the start of the game you have an amount ot 
money in it>e tiar>k. This screen allows you to select the gym 
or transrfar sci^ans, ajtamine tha ailrlljutes ot BriJtal Delude 
and their opponents, and make substitutions. To acfii'ale a 
l<ey. tiighlight it ajid press the red button. The players' 
positions are indicated by letters next to thei> pictures. 




PIgyggine 



Both teams' raiativQ atwibuces in ihe next match. 
By gaiiging their strengths, you can irpin your 
ptayer^ accordingly. 

Match statistics. Will not be operational until 
match has t^aen played. 





Go to ttiB QYM. 



Go to the TRANSFER screer 

(only if inere are piajfets on the wiarlsM) 



THE GYM 




Cycfe through players 



GycSa through pjayera 



(League) View League iabb 



(Cup) View futures 



Substttule a playei 

(see 'Chanaing team posWon' below) 



CHANGING TEAM POSITIOH 

To do this, firstly seiect the pJayHjr you wish tc move by 
highlighting fiim and pressing fire. Use the "Cycle" keys to 
select !tie player you wish to swap posilions ^^ith arvd use the 
SUB l^ey lo make the subswutiun. 





1 . Allnbutas panel 
I' Individual, Group 
or Team) 

;■ Keytsoard 

; Attribule tKittons 

4. Tnairing panel, 



The gym Ecreen allow vou lo impjove yowr squad's attritwtas- 
These can b* termporadly sup|:riarnamad on tha (laid with 
pieces of armcusr or tokens, bur any wch1< you do in the gym 
is permanent- 

Vou can enftanee just one attrilsule far an mdiviciual player, or 
Improue all !he attributes for fJie whole team, or everyrtiing in 
loetween. in ordaj to train the s^quad, first select who you 
wani IQ train usjng the keyboard: Individual playsfs, GfOupS 
Qt playera ( Defer ce. Midfield. Attack. Suijs) of the whole 
Team ■ see GVM KEYBOARD, t3elaw. If you want lo impro^ 
all eigtit attributes [see ATTRIBUTES box below), select the 
ALL key. II you want to improve Specific afeas (such as 
aggression or power), move the joypad cufs&f button fighi 
until you reatJh the Attrifciule tiuttons, Highllglit the aftnbuts 
you warn to improve a^id press me red button fitiis (Huminates 
Ifie correspondlfig area on ttie training panel) FinaSly, EelEct 
BUY on the keyboard or piess alTrtbUte button again and the 
cosf is auiomgticafly deductad. 

GYM KEYBOARD 

The FIX !fi;:ture) key is fhe same as for the MAisiAGEft 
screen. The oftier keys have ihe following tunctions: 

Train IndwidLal pdayeiS 

Train .Grwip 

TrainTeam 

Fieium to f^AWAGER screen. If you're playing art fNSTANT 
game, ESC takes yoo into the nraioh. 

Cycte through individual playms/grQUfte 

Cy^ thiQiiigh individual pfayeis'groups 



Incrsass All attributes by 1 □ unils 
Buy individual attribuiss 

ATTRieLTT^ 

A piajter's atirtbittes dewrmrrre his.4ier individual Blrengths 
dufina a match. 

AGR - &GCRESSION: Dafinss whether players will attacl^ or 
avoid opponent in his area, Aflgressive olayofs go Dif and 
figfit thetr opponents fathet than actually plajfing the game. 

ATT - ATTACK; This detarninnes how successful ynu are 
when tjyirg to take the ball from an opponent. 

DEF - DEFENCE: The stranaer ttiis is.the loiter tt is tor 
someoTW to take Ihe bElH from you, 

SPO • SPEED: De^entiinea ynur spe«d, sJkle and junking 
distance. 

THR - THROWfNG: Determines thrawitig ability 

Pt3W - POWER: A player with more power lactates harder 
and injures his opconent more sevefe'y 

&TA - STAMIKA: This \s a defence against POWER. A 
player wKti high stamina will bs injured la? s severely wtisn 
tackled 

INT - INTELLIGENCE; Corttrola p^edFclioti of piayer position 
or bali. rsaaion iime. and how far the piaysr can laak around 
him. A smart SQuad has quickei reaelions and moves inio 
inteiligant attaching positions more frequently. 

THE TRANSFER SCREEN 



2, Keytioard 

3, The squad 
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The riarsMet screen allows you to purchase any ot the Star 
Players avariable. in esohange lor a member of youi own 
team an<! a cash fee. Star Players are chaiactBrised by their 
great strengtfi in all d^aHtnents and can have higher 
altributes thap normal taam membars. 

To Ijuy a Star Player, move the up and dOWfTi cursor arrows 
until t^e player you wish to purchase appears ii the Star 
Player panes. tAove the joypad cursor button fight until you 
high^ighl [he player you msh to transfer from your own aquad, 
and press the red buton. Finally, tiigtilight iFie BUY fey. and 
press Itie red button- money is aytomaticaSiy deducted and 
the Star Player should now appear as a memtier n( your 
team. If nettling happens, you can't afford the iransatrtion. or 
you ara trying to buy a player intc the wrong position. 

TRANSFER KEYSQAHD 

The ETA [statistics] key is the same as for the MANAGER 
screen The Othe; (leys have the following functions: 
Return to MANAGER saeen 

Cycla thiQugh players on oHsr 

Cycle through playeis on oHer 

Buy player 

PLAVING A MATCH 

1 . BiLie team score 

2. Red team score 

3. Player efiergy 
(t)fue) 

4. Player energy 
(red) 

5. TiiYve rennaining 

(sees) 
Speedbair" 2 Is played over two halves lasting 30 seconds 
each. Teams swap ends at naif lime; me action starts when 
the ball is launched into play in the centre of the piti^. This 
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happens at Bia begmning of gach period, or after a goaf, or 
after B player has been substituied. The ohjaci d( the game 
is to score more poinis than your opponent - but how you do 
It is up to /DU. 

CONTROL UNG VOUR PLAYERS 

You coni'OH the pisysf on your team who is nearest ttie l^alJ: 
this is your contra! player (GP). He/she will be liighiighted 

With an arc in your leam'i eotoiir above hts head-. Wheri ihe 

playgr tias the hall he will hava a letter atso^re his heacl 
danoling FiiE group posilion: A centre torwancl: M • midtiold: 
D - detence; W - winger: G - goalkeeper. Each mem bet c( 
the learn can move and throw the ball in eight difestions. To 
throw Ihe bati, press the red button: a snert press releases It 
at wai^t riefght, a longer press means the tiali is thrown high 
in the aif. In addition, a sutitie amount of 'alteilouch' can be 
applied to [he ball alter it ha& beer> thrown by movififl the 
CufSOr pad up or down, left Or right: this means you can 
ditect Ihe bail anywhere you waflt to. 
If your leam is not m possession, pressing the red button can 
hai/e one sf three effects, if the bai! is in the air near your 

CP, ha/ghe will jgmp to calch it. II the biall is on the ground or 
at waist height, your player will stida to intsrcept il. IF a 
mamber of the opposing (earn has tns ball, pressing tha red 
button will attermpt a tacMe. 

THE GOALKEEPER 

The goali<eepe' is controlled when he is OP. When moving 
away from the goaJ-Nng he cafi pump up and catch the ijail, 
ttirow it ar.ti tackle as nonnah addititsnaNy, whon the ball is 
moving, pressing the red button witii< tha cursor pad moved to 
left or rigfil lajjses him lo dive tor the ball. However, he carl 
travel outside his own 'goaf area'. 

TACKLING 

Successful Hactsles depend or Ihe relative attackj'delenca 
attributes of the two players involved: it you win the tackle, 
your opponent loses energy, and vice ^ersa. Tackling a 
player also (educes his.'Vier attributes. Vou can tackle any 
pfayef at any time ■ even oft the baii. Players are nws! 
vulneratile when jumping and facing away from you. 

INJURIES ' SUBSTITUTIONS 

Wtien ihetr energy is reduced to zero, playe»s ste jnafate to 
move and have to be s(retche<ied off by the attendant 
RDtioDocs; a substitute is tjroiight on a; a rwlaoament. For 
every player you infune you scora ^0 points. Substituted player?' 
attributes tJo not neaat lo their starting levels after a match. 



PASS CODES 

A pasii «Kie is given if the pJayer is succeseiiul in gaining 

promatioiT lo division one. 

BOALS 

Scdrirlg a goal haa twS mnporlanl beriefilS: fit^lty. it gives you 
1 points To tielp yoi* linow where fha goat is wtian you 
can't actually see it. Itiere are two whrte marhens a! the lop of 
the screen ot al the bottom depending or wiiich halt of the 
pitch yOLJ are jo 

OTHER BONUSES AND EQUIPMENT 

Poiflits can afso be scorei^ by INJLiRtNG PLAYERS, or tiy 
using the BOUMCE DOMES and STAHS, Scofes can be 
multiplied i)y gaining control of the SCORE MULTIPLiER. 

BOUNCE DOMES; Two on the pitdi: 2 poinis every lime you 

hit them 

STARS; Five lor each (earn: light (hem lo score 2 points 
eacf>. The team pfaying jpfield hits the cluster at the top felt; 
the team playing down hits the group al the bottom right. A 
1 (J-poini[ bonus rs awarded for lighting all five al once. Teams 
can 'turn Off' each othef's stars, this subtracts 2 points (roffi 
opponents score. Targets are reset at half time, 

IHE SCORE MULTIPLIER: This js a simple way to increase 
evejy score you maKe try up to 100%. To activate the Score 
Multiplier, throw the ball up Ihe ramp. Your opponents can 
regain control by ti^rowing live bail up the ramp themselves: 
two throws cancel out your advantage, another two increa5e 
their soo(e by 1 00%, Red.'Blue lights on top oi the SM signal 
whs is in control and tjy hoi^ fviucii. The Sco'e Multiplier also 
aHects ths e!ectFOtsoun<:e- 

ELECTRO BOUNCE; There are tour Eiectflotoounce urrilsr 
when you thro* the Isalt agairist o-ie of therm, Hie ball 
becomes electrified amii slays electrified until it comes to a 
coTTipleta stop. When electrified, the bait wifl tackle the first 
opponent it hits. II you retain possession of Ihe ball after it 

tias tackled an opponent il will remain aieclrified. ff itie 
opposition lalte possessHsn or the ball stops moving it will be 
canceHed. The SM [Score Muitiplierf affects the eiscnified 
bafl as foitows; i( you have one light (it it wisi tackle two 
(jpponenis; il you have two lights lit ilwiii tackJe three 
opponents. Opponents can steal ttie etectrified bail by 
tackling ttie player who is holding il. 



WARP GATE: Four warp gatas (Ma in eacti tialf) irar sport 
Ihe ball from one side ot the pitch to the other. They ca!> be 
an effectii^s wAy lo ctisodeniate your op(Mrenil 

INJURING PLAYERS; A team is awards 10 fXiim for 
eve/y oppone^it who has n; b$ $Keti;hefs<j off. 

POINTS TABLE 

This IS a Stjnnmafy of the pxjifits system. StantJacti (SKf) poirts 
scores car be increased by using Double Playtieid feature 
once (+50%) ni twiM! (+t{)D%). 
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PiCK-UPS 

There are two basic l^iods of picl^-upon rtie ^peedball 2 
pptch: tokens and armour 'weaponry. 

TCJKEMS 

Tokens aHecl the enlire learn, and almoslall of ifiein are fi»ied 
b^ a time limit of 6 seconds. Colleoiing ofie which operates 
on a limer cancels any euffemiy active Bken, 

FREEZE TEAM: Fneezes opponents for a itmiled period 

REVERSE JOY PAD: Revenses opparants' joypad cnntrois 
(two player game only.i 

REDUCE TEAM: Reduces aH opportents' awibotes to 

mjnfmum 

INC FfEASE TEAM: Incn^^as all vour p<ayar«' attrlbutse to 

maximum 

MAIJIC : I ncreasBS bath tea(n&' attributes to mastmunl 

SLOW TEAM: Reduces all opporients' speed ratings to 
minlmufn 



TRANSPOHT: Transports Ihe ball ta your centre forward 

GOAL DOOR: Prevents. Ih^ ball entering yotir goal 

SHIELD: Makes j^our Team immurta to tackl«s 

FULL ENERGY: Boosrts a single player's energy and 
attributes to initial values 

ZAP TEAM: Tackles afl on -screen opponents, reducing thair 

attributes as 11 a ptayer fiad lachied them 

COINS: Coins aren't strictly tokens, but Ihey a»e *orth 100 
credits [200 in a cup mateh). Computer saams can pick ttiem 
up. but don't use them, ejicept lo restoie injuned players 
attributes, prefetifing to invest Itieir money overseas. As a 
resuif, ihey can't buy Star Players or enhance their aiiributes. 

ARMCHJR AND WEAPONRY 

Items ot hardware affect individual players and are found 
lying on the pitch al various intervals. Both teams can pick 
ttiam lip and benefit liDm fhgjr effect, unfii they're tackled and 
forced to drop tt>em. fiems can be picked up a majtimirm ol 
twice only. 

BOOTS 

enhance ^eed 

HELMET: 

greater ir>!elligenee 

CHESTPLATE: 

meres ses defenwa ability 

SHOULDER: 

stronger altaokJno ^tltty 

GLOVE: 

increases power 

BOTTLE: 

a glucose solution providing sxtiia starrnna 

AFtMPLATE: 

^ygs greater thniwing ability 

BH'MAP SHADES: 

enhances aggression 



Crab BALL: (jives yau poasesston ot ihe bali 



WARP GATE: Four warp gates (two in each half] iransport 
the DsH from one side of ttie pitch to the other. They can be 
ar effective way to disoneniate your opponeni! 

INJURING PLAVERS: A team is awarded 10 points for 

evefy opponent who (tas lo (» sttietchafBd off. 

POINT£ TABLE 

This is a summafy of the- points system. StandattJ [Sid) points 
scores can be incrsased b/ using Double Pjaytield feature 
aifce i+50%) 01 twice UlttJ^)- 
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F>tCK-UP$ 

Thene aie Jwo basic kinds at plcl^-up.on Itie SpeadbatI 2 

pitch: tokens and oj-mour/weaponry. 

TOKENS 

Tokens altecl the enUi* team, and almasl all of them are fixed 
by a time liniii of 6 seconds. Colsecibng one which operates 
on a timef (anceis any cutreniiy active usken- 

FREEZ^E TEAM: Frsezes opponents for a limited period 

REVERSE JOY PAD: Reveraas opponents' foypad controls 
[two player gartie only) 

REDUCE TEAM: Reduces all opportenls' attributes to 

jninirnurri 

INC F}EA3^ TEAM: inc(ieas«e all yois- players' attiilxitos lo 

maximum 

MANIC: IncneasBS both teams' attritMites to maximuni 



SLOW TEAM= 

fTiinimum 



Reduces all opponents' speed rati rags to 



THANSPOHT: Transports Kie ball to your camre forward 

GOAL DOOR: Presents the ball entering your goal 
SHIELD: h/lake;; your tearti imnune to t^Kt^les 
FULL ENERCV: Boost* a single player's ertergy and 

attributes to initial values 

ZAP TEAM: Tackles all on-screan opponents, reducing their 
attributes as II a pfayer tiad iactded them 

COINS: Coins aren't stnctly tokens, hut they afe iwofth ICO 
credits [200 in a cup rpatch). Computer laams can pick ttiem 
up. but ckin't use them, esicept lo restore injured players 
anribures, pref effing to invest Itieir money overseas. As a 
te^glt, lhi?y can't buy Star Players Of enhance theii atliibulBS. 

ARMOUR AND WEAPONf^Y 

Items of hardware affect individual players and are found 
lying on The pitch at i/arious miervais. Both teams can piiok 

fham lip and lianefit tiom their effsct. until they're tackled and 
torced to drop tham. tiems can Ds picked up a rma^imuni of 
twice ofily. 

BOOTS 

enhance speed 

HELMET: 

greater mleltigence 

CHESTPLATt: 

increases defensive ability 

SHOULDER: 

stroftget attai^ng ^ilrty 

(^LOVE: 

increases powet 

BOTTLE: 

a glucose soiutioo providing axtra stamirta 

ARM PLATE: 

gives greater throwing ability 

BITMAP SHADES: 

enhances aggression 



CiHAB BAIX: Givaa you possession of Un tiaH 




WARNER 

The top/riqht ir SpHedball™ T is ovmed b^ The Bitmap EroUwrs <S 1995 INTERACTIVE 

and is published by Henegade Suftwafe under exdusive licence from the EMTERTAINMENT 

BJtirap Biothera. nenBgade- Software k a Wamar Interactive Entertainment t^ ^^,5 Warner Comfiany 

comparry. Dstfibul*d by Warn«r Irtcranivc Eiit«rtalnment Umited.' an Ri^hit FimTvcd 



